This study employed classroom action research. The subjects of this study were 7A graders at SMP Muhammadiyah 1 Malang, in total of 30 students in class. Many students had low achievement in English, especially about the English vocabulary. In this case, the researchers used what's missing game as a method to improve their vocabulary mastery. The object is to remember what object is missing when it is removed by the researcher. The findings revealed that in cycle I the implementation of what's missing game was running well, although there were still students who got low score in vocabulary test. Meanwhile in cycle II, all 30 students passed the minimum criteria of completeness in vocabulary test. This cycle was declared successful because all students had reached the minimum criteria of completeness. Cycle I and II were conducted in eight meetings; each meeting had different subject to be discussed. The improvement of 7A graders' vocabulary mastery was because of the change of strategies which were used by the researchers. In cycle I, students worked in pairs; but in cycle II, they worked in groups consisting of four to five members. Students were asked to observe and remember all vocabularies in cycle I; but in cycle II, they were asked to observe and memorize those words as well. Students had to pronounce the words together with their friends; but in cycle II, they were asked to pronounce those vocabularies one by one.
INTRODUCTION
Vocabulary is an inseparable part of any language learning process. Learning the vocabulary is the basic thing that should be learnt by the English learners in order to be able to communicate well. The more vocabularies are in control then the skill of speaking is getting better. While the less vocabulary you have, then skill of speaking is getting worse. It is stated that Vocabulary is one of the language elements that should be mastered by English learners [1] .
Learning Vocabulary as a foreign language seems easy but most students still feel fear about that. English teacher should find out the solution by creating an efficient Riski Lestiono dan Abdul Hafid, Improving 7A Graders' Vocabulary Mastery through… In that regards, one of the ways to teach vocabulary in an interesting way is through game. Games are kind of competitions that have a set of rules, points are often accumulated, and, sometimes, other stuff like toys and charms are used. The goal of the players is to win, learn, and have fun [3] . Games are considered as activities that keep an essential relationship with the psychological development of a human being. A game is an activity with rules, goal and element of fun [4] . What's Missing game here is an educative game which provides for students to improve their ability. This is an easy, fun, and very useful social skills game to help students to learn how to encourage others. The object is to remember what object is missing when it is removed by the researchers. This game can be used either in individual or group battle.
METHODOLOGY
Classroom Action Research is a method of finding out what works best in your own classroom so that you can improve student learning. Action research is conducted to clarify and resolve practical teaching issue and problems [5] . In addition, action research is conducted by a teacher for the purpose of solving a problem or obtaining information in order to inform local practice [6] . In classroom action research, the teacher or researcher has to find the solution to solve the issue or problem which appears during doing the observation. The research procedure was started with a preliminary study. This was conducted to discover the problems or the issues which occurred in the classroom during teaching and learning process. First of all, the researchers observed the teaching and learning process, especially in teaching English. Next, the researchers gave the students the test, which is called pre-test. The test of course was given in order to know the students' comprehension about English vocabulary. Then the preliminary study was followed by the cycles. The cycle consisted of four steps, they are: planning, acting, observing, and reflecting.
CYCLE I

Planning
After discovering the problem, the researchers planned the action. The steps of planning included preparing lesson plan, preparing the media, preparing the vocabulary, and preparing the criteria of success.
Action/Implementation
In this phase, the researchers taught the students based on the lesson plan that had been made in the previous phase. Here, the researchers used "what's missing game" as strategy or technique to teach vocabulary.
This action was implemented in two cycles; each cycle was conducted in four meetings.
Observation
The observation was done by the researchers during teaching and learning process. This observation was conducted to know whether the students devoted their attentions to the activity or not, and to know the students' responses on the activity. In this phase, the researchers took a note during the teaching and learning process to record the activities.
Reflection
Reflection is an evaluation to know All students reached the minimum criteria of completeness which is 80. There were 12 students who got excellent scores which were 90-100 and 18 students got good scores which were 80-89.
FINDINGS AND DISCUSSION
The strategies which were used in cycle I, firstly the researchers divided group to play what's missing game and the group was divided based on their seat. One group consisted of two students and they were asked to memorize the vocabularies and write down some vocabularies in their book.
Then, in the following meeting the Riski Lestiono dan Abdul Hafid, Improving 7A Graders' Vocabulary Mastery through… 6 researchers asked the students to memorize the words which had been learnt. In this cycle I, there were some weaknesses in implementing this game; among of those weaknesses were: first the members of the groups were too small, and this took a lot of time just to wait all groups to finish playing the game. Second, the class was too crowded because many students talked each other and asked their friends about the vocabulary.
Also there were some students whom were rejected in their groups because they hate each other. Some groups did not get their partners who they wanted to be their groups.
There were some students who sat alone and they did not have partners. Therefore, the researchers grouped them randomly.
Consequently, their groups could not finish the game as quickly as the other groups that had good relationship with their partner. Therefore, the class becomes alive and the students did not get bored easily.
For the students
The students are suggested to be more active in learning English especially for learning English vocabulary. Then, the students should give their attention to the teacher during teaching and learning process, so that the researcher is able to deliver the lesson easily. The most important thing is students should read English text and dictionary as many as possible to improve their vocabulary mastery.
The School
The school should give the teacher an opportunity to increase the students' motivation to learn English through games, so that English subject will be loved by all students.
For the future researchers
The next researcher is required to be more creative in finding new idea on teaching English. Further researcher should build vocabulary learning style to the students so that the students will be familiar with the vocabulary and easily master the vocabulary. The next researcher is suggested to teach English vocabulary which is more complex, so that the students will able to use those vocabularies to express their ideas orally or they are able to use them to make a paragraph. In this research, the class management was not good enough to be applied because there were some students who disturbed their friends during teaching and learning process. There were also some students who walked around the class which made their friends could not listen to the researchers' explanation. The researcher would ask the students who walked around the class to repeat what he had just explained.
As a result, those students would get back to their seat and they would listen to the researchers' explanation. Therefore, the next researcher is expected to be more creative to Erudio ( Journal of Educational Innovation), Volume 3, Nomor, 1 Desember 2015 9 e-ISSN: 2302 -884X, p-ISSN : 2303 -9021 handle those weaknesses by using the method which is able to attract all students' attention.
